




















INSIDE THE GAME MASTERS RULEBOOK 

This rulebook contains all the information needed to play Under Fire. It consists of three 
sections: 

• The Under Fire Tutorial: a fast-and-easy way to get into playing the game. This will guide 
you into setting up one of the scenarios that come with the game. It cannot substitute for a 
careful study of the rules. There are many things happening underneath the surface of the game 
and many possible options that cannot be understood without reading the rulebook. 

• The Game Master Rulebook: a complete guide explaining how to play Under Fire. During 
playtesting, we found that publishing the formulas and numbers used in calculating movement 
and combat did not help the player, and caused some confusion. Therefore, the rulebook will 
explain what the game takes into account during play, but will not release specific numbers. 
In the game, as in real life, expertise in combat can only be gained through experience. 

• An Index to guide you through all screen prompts, and a dictionary of words that take on 
a special meaning when referred to during the game. 

• Appendices on the weapons, vehicles, special words and an interview with the designer. 

We hope you enjoy playing Under Fire. The Avalon Hill Game Company plans on releasing 
future disks containing more scenarios and units. Sending in the registration card will ensure 
that you are notified of their availablility. 
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UNDER FIRE TUTORIAL 


You have just bought the game, opened the box, fainted 
at the size of the rules booklet, and wondered how you are 
ever going to start playing. Or, you are coming back to the 
game after playing another of our fine Avalon Hill games, 
and need a refresher course. Relax! This will get you quickly 
and easily into the game. 

Everything won't be explained here. Well tell you your 
options at each turn, but well make the decisions. This 
tutorial will get you started on the Strong Hold scenario. 
Since that scenario already has units, we will not have to 
purchase and outfit units, or move them into their initial 
positions. 

All phrases that appear on the computer screen are in 
Small Caps. Numbers that follow in parentheses also appear 
on the screen at that time (they're called the "default" 
number). You are not restricted to that number; toggle the 
joystick or press one of the arrow keys to see all the choices. 

Special note: to move a unit, you need to press the fire button 
while the joystick is moved in the direction you want the unit 
to move. This is different from the procedure to move a cross. 

When the notation (Jl appears below, toggle the joystick 
or press an arrow key once. When the notation (F) appears, 
press the fire button (if you are using a joystick) or the Apple 
or Escape key (if you are using a keyboard). 

So boot up the disk and let s start playing. 

To Load The Game 

1. If using a joystick or Mockingboard, plug it in before 
turning on the computer (joystick required on the U -t |. The 
Mockingboard and nothing else must be in slot #4. Upon 
booting, the game checks for their presence and will ignore 
them if they are plugged in later. 

2. Insert the Game Master disk in the drive. Press the Caps 
Lock key down on the lie and lie keyboard. The game will 
not accept lower-case letter commands. 

3. Turn on the computer. When you see the title screen 
and the command Do You Need To Initialize A Disk (Y) 
|N)?, press the N key. The game will continue loading. 

SCREEN ONE 

Set Up New Game: The only other option is Replay Saved 
Gamb, so well ignore that. (FI 

Select Game Scale (48): You have 12, 24, 48, and 72 
meters per position to choose from. While you will always 
see the same size map, the distance between each position 
will be different. Well use 48. (FJ 

Allow Clearing Op Movb (Yes): Want to change your 
mind after entering an order? If so. choose Yes. (FI 

Use Supply Depletion Rule (Yes): We strongly recom¬ 
mend using this rule. (FI 

Number Op Combat Phases Per Turn (4): You have 2, 
3, 4, or 6 combat phases per turn. All movement orders are 
carried out automatically during the 24 periods that makes 
up a turn. Unless you have the computer handle all com¬ 
bat (an option that appears later on this screen), the turn 
will begin with a combat phase. A number of movement 
phases (MPs) will pass, then a combat phase will appear. 


To find the number of movement phases that will pass, 
check the chart below. 

Combat Phases_2 3 4 6 

Passing Number Of MPs 12 8 6 4 

Under Fire was designed with 4 phases as the ideal, so 
lets use it. (FI 

Season (Summer): There are four seasons, but, again, let s 
use the default value. (F) 

Use Audio Response On Button Press (Ybs): Choosing 
Yes makes the computer emit a small click when you press 
the fire button. (F) 

Human Or Computer Control Op Team 2 (Human): 
We're assuming here that you are playing the game solitaire, 

so (Jl (F). 

Sblect Skill Level (1): Select level 3; a good opponent 

(Jl (Jl (FI 

Combat Control (Player Control!: There are three 
options here. Player Control means that the player directs 
the fire of all units on his side. Leader Control means that 
the player directs the fire of all units on his side that are 
within 100 meters of the leader unit. Computer Control 
means that the computer resolves combat. In this case, 
select Computer Control with (Jl (Jl (F). 

Design Your Own/Play Pre-Set Scenario (Play Pre-Set): 
Pre-set scenarios are those nine that come with the game, 
or any future scenario disks that The Avalon Hill Game 
Company will release. Players can design their own 
scenarios, but they are never considered “pre-set" for pur¬ 
poses of this prompt. (FI 

Accept Game Options Sblbctbd (Yes): If you're satisfied, 
so are we. (FI 

SCREEN TWO 

Play With Extbndbd Units Disk (Yes): Jl (F). 

Remove Disk/ Install Units/Scenario Disk. Press But¬ 
ton Or (ESC) To Continue: Take out the game disk and 
put in the scenario disk. Make sure that the caps lock key 
is down when you type. The computer will not accept key¬ 
board commands written in lower-case letters. 

Select A Nationality For Team 1 (US): There are three 
nationalities: United States. Germany, and Russia. All 
scenarios can be played by any nationality (even a US/ 
Russian conflict!!. For this scenario, well have the US on 
Team 1 and Germany on Team 2. (FI 

Accept Game Options Selected (Yes): If you were making 
up your own scenario, you would decide how many points 
each side would have, and build your team by purchasing 
units with those points. But in a scenario, the units are 
already there waiting for you. (FI 

Select A Nationality For Team 2 (GE): (FI 

Accept Game Options Selected (Yes|: (F) 

SCREEN THREE 

Choose Map Board To Play On (Shadow Valley): J) (F) 

Scenarios (Strong Hold|: There are three scenarios for 
each map, making nine scenarios in all. (FI 
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map has the highest resolution and the most detail, the 
strategic map shows more of the map. Identify Units will, 
by moving the cursor over a unit, display its type and 
weapons. 

Moving about on all these maps without affecting your 
units is easy. In the direct center of the map is a small cross. 
To move the cross, press the Space Bar. It will move in the 
direction of the compass arrow in the lower right hand 
corner of the screen. Change the direction of the compass 
arrow by pressing the left arrow or right arrow key. Press¬ 
ing the fire button with the joystick pointing straight up will 
return you to the menu at the bottom of the screen. 

Special note: if you want to move your units on the Tactical 
Map, you must go to the Search command and order the 
Tactical Map. The computer will consider this to be the new 
map. Once the Tactical Map has been chosen, the computer 
will show this map during the New Orders option. 

Thumb through the various menus until you are sure you 
understand their function. When you are finished, return 
to H/Q and move the black box to the Pre-Set Done prompt. 
(F) 

There will be a pause, then the disk drive will whirr, and 
the first turn will begin. 


General Orders For Tbam 1 (Attack Objective Area): 
Depending upon what you choose here, an objective area 
is “drawn" on the map. Victory points are awarded depend¬ 
ing upon what your objective is. (FI 
Accept General Orders (Yes): /F) 

General Orders For Team 2 (Attack Objective Area|: 
Let's make it interesting and give the Germans the respon¬ 
sibility of defending the objective. (J) (F). 

Accept General Orders (YES): / F) 

SCREEN FOUR 

The computer selects your order of battle, and you now 
look them over. The screen is divided into four parts. Ignore 
the left-hand section titled Infantry. This is a chart that 
you use when purchasing units. At the top, you can see your 
squad's nationality and the number of units you have. 
You have only one option: to review your units. (F) 
The first unit appears at the bottom. Its identified as US 
#1. At the bottom the screen is the command Review Next 
Unit. Toggling the joystick alternates this message with 
Delete This Unit. While your Order of Battle can be 
changed, simply review the next unit by pressing the fire 
button. /F) 

As you scroll through your units, you'll see a variety of 
weapons Although the computer will be handling combat 
during the tutorial, note that when you choose the Player 
Control combat option, you will decide what weapons that 
squad will be using in each combat phase. 

Anyway, keep pressing the fire button until you see Team 
Complete/End Buying: No. [}) IF) 

Put Game Master Into Drive # 1 Press Button Or |ESC| 
To Continue: Remove the Units/Scenario disk and insert 
the Game Master disk back into the drive. /F) 

SCREEN FIVE 

Welcome to the heart of Under Fire. Once you understand 
this part, the rest comes easy, because everything else is 
just variations on what is explained below. 

What you arc seeing is an overview of the entire map. 
In the center of the screen is the note Team 1 . This means 
that what follows should only be seen by that player, be¬ 
cause he'll be entering orders. If the Situation Map is 
chosen, all of his units will appear, along with any enemy 
units that they can see. 

Below the map is a line with notation Team 1, Pre-Set 
Units, and Period. The number under the Pbriod sign is 
a special type of clock. The number to the left of the colon 
(:) sign is the turn number. The number to the right is the 
period number. There are 24 periods in one turn, and they 
will be counted off like seconds as the computer resolves 
all movement orders. 

At the bottom is the headquarters of the game, with the 
messages Search, Situation Map, Move Units and Pre-Set 
Done displayed. Each turn will begin with the headquarters 
(H/Q) screen. At this stage of the game, you get to look at 
your units, find out where they are, and where the Objec¬ 
tive Area is. 

Let s look at each of the messages and see what they do. 
Toggle the joystick and watch the black box move about. 

Situation Map: this map shows the overall situation The 
flashing box is the Objective Area. Since your General Order 
is to attack the Objective Area, to win the game, your squads 
must occupy the area. The blinking will stop when you press 
a button. When the blinking is stopped, you'll be able to 
choose another option from the menu. 

Move Units: ignore this command: it is used to change 
the initial location of any of your units. 

Search: this takes you into a second menu with the fol¬ 
lowing messages: Identify Unit, Tactical Map, Strategic 
Map and Return To H/Q. The tactical and strategic maps 
will display the terrain on two different scales. The tactical 


FIRST TURN 

Would You Like To Save This Game (No): not at this 
time. /F) 

Would You Like To End This Game (No): ditto. IF ) 

We’re back in the H/Q screen, but there are two new com¬ 
mands: New Orders and Execute Orders. The latter com¬ 
mand is used only when you want to end your turn. 

New Orders: select the unit you want to give orders to. 
Let s start with the first unit. IF) 

You will see unit US #1 in the center of the map. Press 
the fire button Move the black box over to Movb and press 
the fire button. You now have a choice of Standard or 
Scouting movement. Scouting takes more time, but protects 
your men. Choose Standard movement. IF) 

There are five commands to choose from. Clear wipes 
out all previous orders given to that unit this turn. But if 
you order your unit to go on an Extended Move, or Load 
or Unload, its orders cannot be cleared. Wait orders the 
unit to wait as many periods as you toggle the joystick. 
Deploy tells the unit to dig in. Done returns to the previous 
menu. Move the black box over to Movb and press the 
button. )F) 

There is no change to the screen, but you can now give 
movement orders to that unit. Press the fire button with 
the joystick depressed in the direction you want the unit 
to move. The number under the Period sign changed, count¬ 
ing off the number of periods it will take that unit to reach 
that position. Continue to move the unit until you are 
finished, or the unit runs out of periods (it can't go farther 
than 24 periods|. Press the fire button with the joystick 
straight up to stop movement. Move the black box over to 
Done and press the button. IF) 

Continue to give orders to your units until you are done. 
If you think you are stuck in an option, you can either scroll 
|by toggling the joystick) and Done will appear, or press 
the fire button. 

When finished, return to the H/Q menu (it's an option on 
the Select Unit prompt). If you check the Situation Map 
now, you will see the result of your movement orders. Place 
the black box over to Execute Orders and press the fire 
button. IF) 

EXECUTE ORDERS 

When you see the above words appear in the middle of 
the screen, press the Space Bar. The computer will think, 
then you will see Combat Orders in the center of the 
screen, and the disk drive will whirr. Press the Space Bar 


2 


l 






again when Execute Orders appears in the center, and the 
computer will think some more. It is resolving all line of 
sight questions, and if a unit is spotted, it will identify it 
at the bottom of the screen. The Period clock will tick as 
each periods movement is resolved, and when it reaches 
a combat period, will decide if there is any combat to 
resolve. Under the Computer Control combat option, units 
can fire only if they can see an enemy unit; therefore, if 
no units are sighted, there is no combat. 

The Toggle To Cont prompt appears just before the next 
combat phase. It is pointing out what units can be seen. 
Toggle the joystick to see the next sighted unit. Pressing the 
fire button will suppress the message for the rest of the 
combat phase. 

While it may take two or three minutes to resolve the 
movement, remember the awesome job the computer has 
to do. The game will move faster when there are fewer units 
involved. 


Note also that sighting can be one way. Your units may 
be spotted by the enemy, but they may not reveal them¬ 
selves to you. So be cautious and be careful! 


UNIT ORGANIZATION TEAM 1 
ENTER ORGANIZATION PHASE; toggling the joystick 
will change Enter to Skip. You use this phase to drop 
weapons, integrate units or bail out of damaged tanks. Since 
we won't be needing this, make sure SKIP appears on the 
screen and press the fire button. (F) 

You have now reached the end of the first turn. There 
is a lot we haven't explained, so we strongly urge that you 
read the rules booklet as you play a few more turns. Take 
command, sir! 


DONT PANIC! 

This rulebook is long and complex, filled with clauses 
and sub-clauses, and sometimes contradictory and con¬ 
fusing jargon! Before reading this rulebook, we recom¬ 
mend that an advanced course in Military Preparedness 
be completed at either West Point or Sandhurst 

Just kidding. While the Under Fire rules are long, it con¬ 
sists largely of explanations for the screen prompts. The 


game is played by selecting an option from a list of 
several, called a "menu." Some commands may need a 
name typed in, a yes or no answer, or a cross or unit 
moved about the map. We strongly suggest reading the 
rulebook and playing a scenario alongside it. It will be 
easier to play with each succeeding attempt, until the 
rulebook won't be needed at all. An index to the screen 
prompts and a dictionary of special words are included. 
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1. INTRODUCTION 


The sound of gunfire in the distance The comforting rumble of friendly 
tanks nearly A stone building that must be searched Leading a group 
of men of uncertain training on a mission from which few will return 
The sense of expectancy tmnctuated by the staccato burst of automatic 
fire from a hidden enemy. 

This is Under Fire, the tactical game of World War II land 
combat that is unlike any boardgame and light-years beyond 
any computer game. It is the full realization of what can 
be done with a computer. It requires less rules learning than 
a boardgame, but more knowledge in the area that counts 
most on the firing line: devising the tactics necessary to 
defeat an armed foe. 

The rulebook is organized to be read while playing the 
game. Under Fire simulates tactical warfare in a different 
way. It uses formulas that cannot be understood by play¬ 


ing the game. Some we will not explain even in the rule- 
book. because they will not help you play the game any 
better We recommend patience. Spending time with the 
rulebook First will reduce a number of questions later. 

How Under Fire simulates movement and combat is dif¬ 
ferent than what is found in other games. We recommend 
reading carefully the movement section, and Appendix: The 
Under Fire Interview to understand the reasoning behind 
the rules. 



2. PLAYING THE GAME 


Under Fire may be played with a joystick and Mockingboard" The 
joystick is required for the Apple• II*, but not for the lie and lie. 

The keyboard can be used with all computers Plug the joystick or 
Mockingboard in before turning on the computer Also, we cannot 
guarantee that Under Fire will run on a computer that hoi additional 
original or third party hardware like off-brand disk drives, BO-column 
cards or CP/M boards If you're having trouble loading the game, take 
out the extra cards and see if that will fix the problem 

Only Mockingboard D and C and a self-centering joystick 
will work with Under Fire. 

To Load The Game 

1. If using a joystick or Mockingboard, plug it in before 
turning on the computer (joystick required on the II +). The 
Mockingboard and nothing else must be in slot #4. Upon 
booting, the program checks for their presence and will 
ignore them if they are plugged in later, 

2. Insert the Game Master disk in the drive. Press the Caps 
Lock key down on the lie and lie keyboard. The program 
will not accept lower-case letter commands. 

3. Turn on the computer. The title picture will appear. 

How The Rules Booklet Is Organized 

This rulebook follows the outline of the game. It begins 
with a discussion of the set-up procedures and ends with 
a section on the victory screen. Most of the rulebook will 
discuss how the computer responds to the menu selections. 
In the rules booklet, all screen prompts and possible 
responses will be in a typeface called Small Caps. Beside 
each response will be the computer's action if it is selected. 

For example, this is what the game's first prompt (seen 
after the disk is booted) looks like in the rules booklet: 

Eto You Need To Initialize A Disk (Y)(N)7 
Y: a blank disk that is initialized can save a scenario of 


your design or a game in-progress. It is not needed to play 
a scenario in one sitting. The Mapmaker and Game Master 
programs initialize disks in a different way. A disk initial¬ 
ized by the Game Master program can save up to four games 
(either newly-created scenarios or games in-progress|. A disk 
initialized by the Mapmaker program can save up to five 
newly-created maps. So, to create and save both maps and 
scenarios, initialize two disks: one by the Game Master and 
one by the Mapmaker. Player-created maps and scenarios 
cannot be saved to the same disk. 

If you don't have an initialized disk, type Y and follow 
the prompts. 

N: go on to the next question. 

Using The Keyboard And Joystick 

While the keyboard is used to answer yes/no questions 
or to type in a name, three sets of keys - and their joystick 
equivalents - are used most of the time to enter orders: 

Space Bar or Arrow Keys/Toggle Joystick: used to scroll 
through the available options. On some options, the arrow 
keys are used in place of the Space Bar, like the Pre-Set Units 
menu consisting of Search, Situation Map, Move Units 
and Pre-Set Done. 

Apple Keys or Escape Kcy/Fire Button: used to select an 
option. (The Apple Keys contain the corporate logo of the 
Apple Computer Corporation. It is not found on the 11+ key¬ 
board: use the Escape key instead.) 
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Arrow Keys: at certain times, a compass will appear in 
the lower right corner of the screen, indicating the direc¬ 
tion the chosen unit or cross will move if the Space Bar is 
pressed. The Arrow Keys are used to change the direction 
of the arrow. The left arrow key moves it counterclockwise: 
the right arrow key clockwise. On the He and the He, the 
up and down arrows work as well. 

To move a unit or cross with the joystick, press the fire 
button with the joystick pressed in the direction it is to 
move. 

Also, when the words Executing Commands, Combat 
Orders or Combat Resolution appear in the center of the 
screen, the computer is waiting until the fire button or Space 
Bar is pressed before going on. See Section 7: Execute Orders 
for more information 

During two-player games, one player can use the key¬ 
board and the other the joystick. 

To keep the instructions clear, we will refer to the joystick 
operation only. 

i\ u ovci view or tuc name 

Under Fire is a complex game. This section describes the 
organization of a turn, but remember that there will be 
much more to do than just move and fight. The number 
of options each unit has depends upon its function, loca¬ 
tion on the map. and the tactical situation. 

Under Fire is played in turns. A turn is a specific piece 
of time, broken down into a strict sequence of activities 
called phases Only certain types of actions may be per¬ 
formed in a phase. For example: movement orders arc given 
during the Movement Phase and nowhere else. 

At the completion of the final turn, or when all units on 
one side have been destroyed, the game ends and the victory 
screen is displayed. 

Each player's team performs two major activities each 
turn: movement and combat. When all movement orders 
have been entered, the computer takes over. Each turn is 
broken down into 24 periods. Think of them as seconds on 
a clock. As the computer ticks off the periods, each unit 
is moved a little bit and the computer checks to see if 
opposing units sight each other. 


After a pre-set number of periods has passed, movement 
is halted and units receive their combat orders. Combat 
orders are optional. The computer will take over again and 
continue moving the units. Some will follow their move¬ 
ment orders, while others may dive for cover, retreat, or 
be unable to move as a result of combat. 

There is a minimum of two and a maximum of six com¬ 
bat phases pier turn (this is chosen during the Set-Up phase), 
and the player may have the computer enter combat orders 
for both teams. 

During the Unit Organization phase, units may integrate, 
increase their movement speed by dropping heavy weapons 
or ammo, take on ammunition supply or bail-out of vehicles. 
Then the turn ends and another one begins. 

Under Fire Game Summary 

/Before The Game Begins) 

Setting Up Phase 

Chosen: rules, weather, number of combat phases, com¬ 
puter opponent, pie-set sceuailu |oue or nine woinlng vyltli 
the game) or design your own. 

Pre-Set Units Phase 

Chosen: objective area, general orders and starting loca¬ 
tion of each unit. 

/The Turn Begins) 

Movement Phase 

Chosen: where units move, how fast and how they'll 
deploy (dug-in, on 2nd floor, be resupplied, or loading and 
unloading from vehicles). 

Execute Orders Phase 

Chosen: combat 

Unit Organization Phase 

Chosen: take on supply, drop supply or weapons, bail¬ 
out of vehicles, or integrate units. 

% 

I At The End Of The Game) 

Victory Phase 


[jfel 3. SETTING UP 


Think of the scenario as a structure, and each option m this phase as 
a part of that structure Under Fire twos designed to give as much 
latitude to the players as possible. If you're looking for an armor 
jeenano emphasizing guns blazing away at each other select the 72 
scale and drop the supply rules If you want to simulate leadership and 
the chaotic nature of battle, put rn supply and choose the Leader 
Combat option In this phase you can make Under Fire the tactical 
game you've always wanted to play 

Upon booting the disk, the Underfire title screen will appear 
and the following prompts will appear: 

Do You Need To Initialize A Disk |Y)(N|? 

Y: a blank disk that is initialized can save a scenario of 
your design or a game in-progress. It is not needed to play 
a scenario in one sitting. The Mapmaker and Game Master 
programs initialize disks in a different ways, A disk 
initialized by the Game Master program can save up to four 
games (either newly-created scenarios or games in-progress|. 
A disk initialized by the Mapmaker program can save up 
to five newly-created maps. So, to create and save both maps 
and scenarios, initialize two disks: one by the Game Master 


and one by the Mapmaker. Player-created maps and 
scenarios cannot be saved to the same disk. 

If you don’t have an initialized disk, type Y and follow 
the prompts. 

N: go on to the next question. 

Set-Up 

New Game: will start a new game. Toggling the joystick 
also reveals Replay Saved Game: this will continue a game 
that was saved to a disk. The scenarios included in Under 
Fire are considered by the computer to be a new game. 
They're also called Pre-Set scenarios since the units involved 
have already been moved into position. 


6 













When the Replay Saved Game option is chosen, a prompt 
will appear to insert the disk the saved game is on. A list 
of games on that disk will be displayed along with the 
Change Game Save Disk option. If a saved game is selected, 
a list of the options will be displayed, followed by the 
Situation Map, Objective Area and General Orders. 

Select Game Scale 

12, 24, 48, 72: the map board is divided into a chessboard¬ 
like pattern called positions. The pattern does not show, 
but they can be counted off while checking line of sight or 
moving units. There are close to 3,000 possible positions 
on the map. The game scale is the size of each position, 
measured in meters. Thus, selecting a game scale of 12 
means that each position will measure 12 meters by 12 
meters. The scale is used to calculate the range of weapons 
and their effect in combat. 

Movement is handled differently than in other games. All 
units move relative to each other, not relative to the size 
of the terrain. That is, no matter what the scale is, a Panzer 

nf «« •» li41l •**<'■»•**% ^*>rtl*»*♦»♦/> 

IV on a road will always move faster, relative to an infantry 
unit travelling through the same terrain. This way, it costs 
the same number of periods to enter a position, no matter 
what the scale is. 

At scale 12, the Under Fire map measures 542 meters by 
768 meters. A German or U.S. infantry squad would fit 
snugly into a position without suffering a negative modifer 
in combat for having men too close together. At scale 72, 
the map is 3.3 kilometers (2.1 miles| by 4.6 kilometers (2.9 
miles|. This scale would be ideal for fighting armor 
scenarios. 

Allow Clearing Of Moves 

Yes: this option permits erasing a unit’s move that was 
entered that turn, but before the Execute Orders option 
is chosen. A unit ordered to go on an Extended Move, or 
to be loaded or unloaded from a vehicle, cannot have their 
orders cleared. Those units are identified by the number 
under the Period clock turning black. See Extended Move¬ 
ment in Section 5: Movement for more information. 

No: once a unit's move is selected, it cannot be changed. 

Use Supply Depletion Rule 

Yes: units can ran out of ammunition. Supply trucks and 
halftracks are available to resupply units. We strongly 
recommend using the supply rules. It prevents players from 
indiscriminately firing each combat phase. 

No: units will have unlimited ammunition. 

Number Of Combat Phases Per Turn 

2, 3, 4, 6: combat phases are spread evenly throughout 
a turn. Therefore, if 3 phases was selected, the Execute 
Orders phase will consist of a combat phase at period :00, 
eight movement periods, a combat phase at period :08. eight 
more movement periods, a combat phase at period : 16. and 
eight movement periods. 

This phase represents an opportunity for units to engage 
in combat. With the supply rule in effect, a unit that fires 
in every phase will soon run out of ammunition. Since units 
are penalized heavily for moving and firing in the same turn, 
better players will learn to coordinate movement with com¬ 
bat For example: in a game with 4 combat phases, if two 
squads are moving against an enemy position, one squad 
would fire on the enemy at periods :00 and :06. The second 
squad would wait for six periods, then move from its cover 
and attempt to reach the position before period .12 (the next 
opportunity for combat). By that time, the enemy unit may 
have been broken or decimated as a result of combat, or 
at least forced into a Defensive posture, and therefore 
unable to fire back. 

With the combination of supply rules and multiple com¬ 


bat phases, Under Fire simulates the need to coordinate 
attacks among friendly units. 

Season 

The effects of weather are as follows: 

Summer: movement and line of sight are unaffected, 
rivers may be forded by vehicles. 

Fall: movement and vehicle fording are the same as sum¬ 
mer, but the defoliated trees extends the line of sight 
through the first tree position. 

Winter: line of sight is the same as fall, rivers and lakes 
arc frozen and crossable by vehicles. All units except Rus¬ 
sians move one class slower. There are three classes of in¬ 
fantry - light, medium and heavy - and three classes of 
vehicles: fast, medium and slow. For example: medium Ger¬ 
man infantry will move like heavy infantry in winter. Heavy 
infantry and slow vehicles cannot move any slower. See 
Burden Value in Section 3. and the Time Effects Chart in 
Section 5: Movement, for further explanation of movement 
classes. 

nil imjt« pvronf jnfanfrv ^nrj *|nw 

Spring: all units, except heavy infantry and slow vehicles, 
move one movement class slower. Rivers cannot be forded 
by vehicles. Line of sight returns to summer conditions. 

Use Audio Response On Button Press 

Yes: a click will sound whenever an option has been 
chosen. If you are unsure a command has been accepted, 
press the fire button again. Three clicks or no clicks means 
that the computer has received the command, and is think¬ 
ing for a moment. 

No: the computer will remain silent. 

Human Or Computer Control Of Team 2 

Human: both teams available for human command, 

Computer: the computer will control Team 2. If this is 
chosen, the next option to appear will be Select Skill Level. 
This orders the computer to play like a novice [Level 1) or 
an expert | Level 4). 

Skill levels represent how the computer will handle move¬ 
ment and combat orders. The higher the skill level, the more 
depth there will be in the computer s movement and com¬ 
bat orders. For example, at Level 1, a unit will not go into 
a defensive posture during the combat phase, even if it 
sights enemy units. At Level 3, however, it would. 

Combat Control: 

Player Control: the player will enter all combat orders. 

Leader Control: Leader units are available for purchase. 
When playing a pre-set scenario, check to make sure one 
was assigned to both teams. The player will enter combat 
orders of all units within 100 meters of a Leader unit they 
can see, and all vehicles regardless of leader presence. 

Computer Control: the leader of each unit [handled by 
the computer! will decide how and where his men will fire. 
Each unit will attack according to the tactical situation as 
they see it that is, if attacking warrants exposing its position. 
They will sometimes order split fire and indirect fire. The 
computer will not consider whose Team a unit belongs to 
when it decides on its combat order. 

Scenario 

Play Pre-Set: will play a scenario included with the game 
[or purchased separately). The nine scenarios in the game 
already have the map designed and the units purchased and 
set up, so it is a quick way to play a game. 

Design Your Own: each player will 'buy' his forces using 
points, and decide their initial position, which map to play 
on. and the victory conditions. 

Accept Game Options Selected 

Yes: the computer will go on to the next prompt. 

No: return to New Game prompt and start again. 
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The remainder of the section is divided into two parts. 
If playing a pre set scenario, read Section 3A: Scenarios. If 
designing your own scenario, read Section 3B: Building Your 
Team. Read only that section which applies before going 
on to Section 4. information common to both sections has 
been repeated. 

3A. THE SCENARIOS 

There are nine scenarios available with the game. Each 
lasts ten turns, and their victory conditions depend upon 
the General Orders chosen for each side. Under Fire does 
not declare who won a scenario; that is left for the players 
to decide. 

Play With Extended Capability Disk 

Yes: this disk is sold separately, and contains additional 
units for play with Under Fire. To use this disk, turn to its 
rules booklet for further instructions. 

No: go on to the next prompt. 

Remove Disk/Install Scenario/Units Disk 

Remove the disk in the drive and replace it with the 
Units/Scenario disk. 

Select A Nationality For Team 1 

US, GE, RU: Under Fire contains units from the United 
States. Germany and the Soviet Union. In a solitaire game, 
the computer will control Team 2. 

Choose Map Board To Play On 

Lions Ridge, Shadow Valley, Demons Maze: enclosed 
in the rules booklet are full-color reproductions of the maps 
There are three scenarios available for each map: 

Achilles Junction, Strong Hold, and City Blitz are the 
attack/defend scenarios. Road To Ruin, Cut Off and Relief 
Column are the delay/breakout scenarios. Powder Keg, 
One More Yard and House To House are meeting 
engagements. 

The order of battle for each scenario changes from game 
to game. 

General Orders 

There are five General Orders available to each team. 
They represent the orders that come from the higher-ups 
in the military hierarchy. Each side is assigned a General 
Order, which they must fulfill in order to win. The teams 
in the pre set scenarios are limited in their choice of orders. 

Attack Objective Area: the team must occupy the 
objective area to win. 

Defend Objective Area: a team must maintain a larger 
force in the objective area than the enemy to win. 

Search And Destroy Enemy: a team must destroy the 
enemy to win, regardless of the number of casualties they 
suffered. 

Breakout: a team must exit from the mapboard at a pre¬ 
determined location. The Objective Area will mark the edge 
of the map they must exit through. 

Delay Enemy: a team must prevent the enemy units from 
reaching the objective area. 

Both teams cannot choose Attack Objective or Defend 
Objective. If they do, Team 2 will be assigned to Defend 
Objective, and set the units up accordingly. 

Review Your Units 

A pre-set scenario already has the order of battle chosen 
for each side. At this point, both players will review their 
team's composition and make any changes. Since they do 
not begin with any build points, they must delete units 
(literally cashing in how many points they are worth| be¬ 
fore they can buy more. 


If a player decides to buy more units, he must read Section 
3B: Building Your Team. 

At the top of the screen is the nationality of Team I. Below 
it is the number of total points it has. If a unit is deleted 
from the roster, its point value is added to this pool. Beside 
it is the number of units in the team. 

On the left side of the screen is the cost chart. The 
numbers show the cost of purchasing a Green (GN), Sea¬ 
soned |SD) and Crack |CK| units. The better a unit's morale, 
the better it will fire and hang together in combat. Green 
units will "break* in situations where Crack units will not. 

The prompt Review Your Units appears in the box on 
the right side of the screen. This is the only possible option. 
Press the fire button. The first unit will appear at the bottom 
of the screen. On the left side is a list of its weapons. For 
example, if a US or German crack rifle squad was selected, 
the notation 8-RIFLES 12 and 2-SUB-MG 12 will appear: 
this squad has eight rifles and two submachine guns, each 
of which can make 12 attacks. If the Supply Depletion rule 
was chosen, the number of attacks left decreases by one 
|by four in the case of hand grenades) for each combat phase 
the unit uses that weapon. 

See the Men, Vehicles and Equipment appendix in the back 
of the rules booklet for a specialized discussion of each unit. 
For now, it is worth noting that all squads of the same 
weapon type are not the same: the composition of a German 
rifle squad is different from a Russian rifle squad, for 
example. 

The Burden is the number of burden points the units has, 
and the unit's Value in points. Note that the number of 
points received for deleting a unit is not the same as its pur¬ 
chase cost. This is to prevent players from "buying up" too 
easily. In a defensive scenario, where seven units are facing 
nine attacking squads, adding a heavy machine gun to the 
defending squad could completely unbalance the scenario. 

The weapons (and their abbreviations) are: Submachine 
Guns l-SUB/MG). Light, Medium and Heavy Machine Guns 
(/MG); Smoke Grenades (HND/GR/SM); Fragmentation 
Grenades (HND/GR/FG); Fragmentation Rifle Grenades 
(RFL/GR/FG); Flamethrowers (FLM/THRWR); and Satchel 
Charges (SCHL/CHRG). 

Toggling the joystick at this point will show two options 
at the bottom: Review Next Unit and Delete This Unit. 
If the delete option is chosen, the unit's point value is 
returned to the pool and the following prompt appears: 

Team Complete/End Buying 

Yes: if Team 1 chose this, the Review Your Units prompt 
for Team 2 will appear If Team 2 chose this, the Setting 
Up phase is completed, and the game moves into the Pre- 
Set Units Phase. Read the Burden Points and Objective Area 
sections below before moving to Section 4. 

No: the option after this is to Continue Buying or Review 
Your Units. Since unit costs vary, we suggest deleting all 
the units you wish before buying new units. 

If buying new units, read Section 3B: Building Your Team 
for details on the purchasing procedure. While the units 
generated by the computer will be placed in their initial 
position, all new units will be stacked in the center and must 
be moved into play. Section 4: Pre-Set Units gives details on 
that procedure. 
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Burden Points 

A unit's Burden value is a measure of the weight that the 
unit is carrying. Vehicles do not have a Burden value. The 
value measures how fast the unit can move, according to 
the following chart: 

Burden 

Value Description 

0 The unit is unable to move on its own and re¬ 
quires transportation. 

1-20 The unit moves at the speed of light infantry. 

21 -40 The unit moves at the speed of medium infantry. 

41-100 The unit moves at the speed of heavy infantry. 

101 + The unit cannot move at all except by a trans¬ 
port vehicle or dropping weapons. 

The chart in Section 5: Movement gives the movement rate 
for each type of unit. The Burden value will change as 
weapons are added and deleted from the unit during the 
Unit Organization phase. As a unit fires its weapons, its 
Burden value will also decrease. This is especially notice¬ 
able with heavy weapons like machine guns and mortars. 

Tactical note: it is possible to buy a mortar unit and a 
supply vehicle. Once the unit is moved into position, the 
vehicle can burden it with plenty of ammunition. The 
mortar would be unable to move, but could fire for the rest 
of the game. 

Objective Area 

Wars are fought to occupy terrain: buildings, ridges; 
positions that allow squads to deploy their firt more effec¬ 
tively and bring the battle to the enemy. In Under Fire, this 
is expressed by designating an Objective Area- 

Objective Areas have already been selected for the 
scenarios that come with the game. If playing a Breakout/ 
Delay Enemy scenario, the Objective Area is over the map 
edge the Team must exit through to win. 

3B. BUILDING YOUR TEAM 

In the "design your own" scenarios, each side builds its 
team by spending points. Each squad, gun or vehicle costs 
a certain number of points depending upon its type, its 
morale, and what weapons are added to it. Two players 
starting with the same number of points will be able to 
"build" teams that are roughly equivalent in quality. 

There are four steps in this process: 

1| selecting the nationalities of the teams: 

2| assigning the number of build points and buying the 
units; 

3| selecting the game map and victory objectives, and; 

4) placing the units in their starting position. 

After the Design Your Own option is chosen, and the 
Accept Game Options Selected prompt has been answered 
Yes, the following will appear: 

Put Map Board Disk Into Drive #1 

Take out the Game Master disk and place the map disk 
into the drive and hit any key. 

Enter The Name Of The Map Board 

Type in the name of the board and press the Return key. 
To get a list of map names on the disk, press the Return 
key. The name of each map will appear. Continue press¬ 
ing the Return key until the prompt reappears. If no map 
has been saved, No Maps On Disk will appear. 

Play With Extended Capability Disk 

Y es: this disk is sold separately, and contains additional 
units for play with Under Fire. Follow the instructions that 


came with it. 

No: when prompted, place the Units/Scenario disk in the 
drive and press the fire button. 

Select A Nationality For Team 1 

US, GE, RU: this game contains units from the United 
States, Germany and Russia. In the solitaire game, the com¬ 
puter will control Team 2. 

Enter Number Op Points For Team 1 

0-9: enter a three-numbered digit by selecting a number 
for the hundreths column, a number for the tens and a num¬ 
ber for the ones column. (Example: to give a team 105 
points, scroll through and select a *1,* then a "0," then a *5"|. 
Assigning 999 points will give that team an unlimited num¬ 
ber of points. 

Maximum Number Of Units For Team 1 

1-30: no more than 32 units may play. If you run out of 
points before reaching the maximum number, you cannot 
purchase any more units. 

Purchasing Units 

At the top of the screen is the nationality of Team 1, be¬ 
low it the number of total points it has. When a unit is armed 
and accepted, this number will show how many points are 
left. Beside it is the maximum number of units that the team 
can buy. 

On the left side of the screen is the cost chart. The num¬ 
bers show the cost of purchasing a Green (GN|, Seasoned 
|SD) and Crack (CK) unit. Selecting the Mortar, Gun and 
Vehicle options will display submenus showing specific 
types of ordnance. To leave a submenu without purchas¬ 
ing a unit, scroll until the title of the option is displayed, 
then press the fire button. The black box will appear around 
the submenu title and the scrolling through the chart may 
continue. 

See the Men, Vehicles and Equipment appendix in the back 
of the Mapmaker rules booklet for a description of each unit. 
For now, it is worth noting that all squads are not the same: 
the composition of a German rifle squad is different from 
a Russian rifle squad, for example. 

After a unit is selected, choose its morale. The better a 
unit's morale, the better it will fire and hang together in com¬ 
bat. Green units will "break" in situations where Crack units 
will not. When the morale is selected, a more complete 
description of the unit will appear. On the left side is a list 
of its weapons. For example, if a US or German crack rifle 
squad is selected, the notation 8-RIFLES 12 and 2-SUB/MG 
12 will appear. This squad has eight rifles and two sub¬ 
machine guns (both of which can make 12 attacks|. If the 
Supply Depletion rule was chosen, the number of attacks 
left decreases by one (by four in the case of hand grenades) 
for each combat phase the unit uses that weapon. 

The Burden is the number of burden points the unit has, 
and its Value in points. 

Type in the leader's name (eight letters maximum) and 
press the Return key. On the right side of the screen will 
appear a list of support and personal weapons. These 
weapons cost points (P/V, for Point Value) and add to the 
squads Burden value. Note that Engineering squads and 
Leaders will have satchel charges and flamethrowers avail¬ 
able to them only, and that Leader units can purchase in¬ 
direct fire in the form of Light. Medium and Heavy Artillery. 

The weapons (and their abbreviations] are: Submachine 
Guns (-SUB/MG); Light, Medium and Heavy Machine Guns 
(/MG); Smoke Grenades (HND/GR/SM); Fragmentation 
Grenades (HND/GR/FG); Fragmentation Rifle Grenades 
(RFL/GR/FG); Flamethrowers (FLM/THRWR); and Satchel 
Charges (SCHL/CHRG|. 

Submachine guns are considered personal weapons. Buy¬ 
ing them means that the men are exchanging their rifles 
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for them. 

No more than four support weapons may be added to a 
unit. No more than 28 hand grenades of each type (frag¬ 
mentation and smoke) may be purchased. Beyond that, units 
are limited only by how many points are left, and how much 
their equipment burdens them. 

To finish buying, scroll down to beyond the last weapon 
in the list. When the word Done appears, press the fire 
button. You can then Accept or Reject the unit, then either 
purchase another unit, or Revibw the team. If the Review 
option is chosen, you may quit buying units after the last 
unit appears. 

When both sides have finished purchasing units, it is time 
to set up the units on the map. Put the Game Master disk 
into the disk drive when prompted. 

Burden Points 

A unit's Burden value is a measure of the weight that the 
unit is carrying. Vehicles do not have a Burden value. The 
value represents how fast the unit can move, according to 
the following chart: 

Burden 

Value Description 

0 The unit is unable to move on its own and re¬ 
quires transportation. 

1-20 The unit moves at the speed of light infantry. 

21-40 The unit moves at the speed of medium infantry. 

41-100 The unit moves at the speed of heavy infantry. 

101 + The unit cannot move at all except by a trans¬ 
port vehicle or dropping weapons. 

This number will change as weapons are added and 
deleted from the unit during the Unit Organization phase. 
As a unit fires its weapons, its Burden value will also 
decrease. This is especially noticeable with heavy weapons 
like machine guns and mortars. 

Tactical note: it is possible to buy a mortar unit and a 
supply vehicle. Once the unit is moved into position, the 
vehicle can burden it with plenty of ammunition. The 
mortar would be unable to move, but could fire for the rest 

r\( iKi* 

of the game. 

Set Objective Area 

Wars are fought to occupy terrain: buildings, ridges; 
positions that allow squads to deploy their fire more effec¬ 
tively and bring the battle to the enemy. In Under Fire, this 
is expressed by designating an Objective Area. 

An Objective Area is drawn on the Situation Map by 
'staking down" the opposite corners of a box. One corner 
is staked down, and as the other corner is moved about, 
a box will automatically be drawn. 

When the prompt Set Objective Area appears, a small 
flashing dot can be seen in the center of the Situation Map, 
and a compass in the lower right corner. Since the Objec¬ 
tive Area can be rejected, feel free to play with this con¬ 
cept before going further You may anchor each corner of 

the Objective Area anywhere on the map, but once the first 
corner is staked, it cannot be moved again. When the 
prompt Accept Objective Area appears, toggling the 
joystick will reveal the Reject option. 

If preparing a Breakout/Delay Enemy scenario, place the 
Objective Area over the map edge the Team must exit 
through to win. Once a unit breaking out enters the Objec¬ 
tive Area, it is removed from the map 

General Orders 

There are five General Orders available to each team. 
They represent the orders that come from the higher-ups 
in the military hierarchy. Each side is assigned a General 
Order, which they must fulfill in order to win. 


Attack Objective Area: the team must occupy the 
objective area to win. 

Defend Objective Area: a team must maintain a larger 
force in the objective area than the enemy to win. 

Search And Destroy Enemy: a team must destroy the 
enemy to win, regardless of the number of casualties they 
suffered. 

Breakout: a team must exit from the mapboard at a pre¬ 
determined location. The Objective Area will mark the edge 
of the map they must exit through. 

Delay Enemy: a team must prevent the enemy units from 
reaching the objective area. 

Both teams cannot choose Attack Objective or Defend 
Objective. If they do, Team 2 will be assigned to Defend 
Objective, and set the units up accordingly. 

Creating Your Own Scenarios 
We have been deliberately vague about the rules under 
which you may create your own scenarios; giving the widest 
possible latitude will extend your enjoyment of the game. 
But we can suggest two ways to construct an Under Fire 
scenario. 

In a manner similar to boardgames, both players can agree 
on the Objective Area and General Orders for both sides. 
Each side begins with 600 to 800 points and can build up 
(o 16 squads, 

Or, if you really want to be devious, try a “blind man's 
bluff scenario: 

Team 1:600 points. Limited to paratroop units only. Sets 
Objective Area (limited to a single building or bridge]. 
General Orders: Attack Objective Area only. 

Set up limitations: none 

Team 2: 900 points. No limit on unit selection. Forbid¬ 
den to view the Situation Map. 

General Orders: Search and Destroy Enemy only. 

Set up limitations: none 
Scenario lasts for 15 turns. 

This scenario can simulate a parachute drop behind 
enemy lines. Team 1 doesn't know what he is dropping into 

enemy mica- *c«ini t uocain iuiuw wum uc ia aiiu 

(a mass of weak infantry, or a powerful armor unit), and 
Team 2 doesn't know where the enemy is, or its objective. 
If a friend builds Team 1 and saves the initial set-up to disk, 
it would be a challenging solitaire scenario. Just remember 
not to look when the computers shows the Situation Map 
while loading the scenario. 

See Appendix The Under Fire Interview for more sugges¬ 
tions on scenario building. 

Enter Last Game Turn 

1-30: self-explanatory, except to note that on the last game 
turn, there is an option to continue playing. 
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The Scenarios 


Due to its variety and flexibility in nationality and orders 
of battle the nine scenarios in the game are not based on 
one historical incident They are not ahistorical. however; 
they recreate tactical situations that infantrymen faced 
throughout World War II. This section gives an overview 
of each scenario from the eye of the platoon leader (that 
is. the player). Next to each scenario name is the map it uses. 

On each map, three different combat situations can be 
played: taking terrain lattack or defend objective areas), 
breaking through enemy lines |breakout or delay enemy) 
and killing the enemy (search and destroy enemy | 


Attack/Defend Objective Areas 

Achilles Junction (Lions Ridge) It's the morning after 
the offensive that broke through the forward units of the 
enemy. You are moving off the beaches at Normandy. 
Ahead lies a town about which little is known beyond the 
name. No reconnaissance has been made, so neither side 
knows each other's strengths and weaknesses. The team 
attacking the town is split in two due to the rapid advance. 
Who will find the enemy s Achilles heel? 

Strong Hold (Shadow Valley) The advance is stalled by 
enemy units holding the town ahead HQ has ordered that 
it be taken, not just bypassed. It's a strongpoint straddling 
an important road on the Russian front. This time, however, 
the enemy knows that you're coming and from where. If 
his pickets are placed correctly, you'll be revealed long 
before you see them. 

City Blitz (Demons Maze) This knuckle-buster of a 
scenario has one team forced to cross the river. It s Odessa. 
Caen and Berlin. The enemy is waiting for you. The key 
to winning lies in the title; moving slow here will only get 
your men shot up. 


Breakthrough 

Road To Ruin (Lions Ridge) You are caught behind 
enemy lines, facing a competent enemy that is as merci¬ 
less as it is strong. This is Falaise in 1944 or Kiev in 1941. 
In the military hierarchy obedience is everything Without 
it, wars cannot be won. In your situation, obeying HQ 
means attempting to get your men away over open ground 
against an entrenched enemy. Getting one squad off the 
board should be considered a major achievement. 

Cut off (Shadow Valley) A somewhat easier situation 
than Road to Ruin. You re still behind the lines, but it's soon 
after the encirclement and the situation is still fluid. Think 
of Stalingrad, if Hitler had allowed the Fifth Army to break 
out of the pocket. 

Relief Column (Demons Maze) Stalingrad from the 
other side of the enemy. Ahead of you, men arc trapped, 
starving, running out of ammunition. Your mission is to 
punch a hole in the line and come to their rescue. There 
is too much on the line now for you to fail. 

Meeting Engagement 

I’owder Keg (Lions Ridge) Where is the enemy? Dis^ 
oriented by an offensive or a breakthrough, your men are 
scattered and the tactical situation is highly fluid The 
enemy can be anywhere, so caution is the word here. The 
terrain is thick and movement is slow. Whoever finds the 
enemy first has a good chance of winning. 

One More Yard (Shadow Valley) 'Though 1 walk 
through the shadow of the valley of death, 1 fear no evil 
because I am the meanest mother in the valley.” (common 
saying) This slugfest is played on a map that is similar to 
the south of France: waterfront homes, open terrain broken 
by wooded groves. It s the Champaign Campaign, Anvil- 
Dragon, the invasion of the Riviera. The enemy is before 
you but the ground has to be taken one yard at a time. 

House to House (Demons Maze) The town has been 
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taken. Now it must be held, and that means a house-to- 
house search, rooting out a hidden, well-armed enemy. It's 
Stalingrad. Cherborg, Arnhem, and Bastogne. 











4. PRE SET UNITS PHASE 


At this point, the Situation Map is on the screen, and there 
are four options at the bottom. In the center of the screen 
are several words: Tbam 1 has no special meaning at this 
time; Pre-Set Units is the title of this phase (all screen titles 
will appear here, such as Headquarters and VictoryI; the 
Period clock is set for the beginning of the game: the 1:00 
means that it is Game Turn 1, and the first period has not 
begun. 

Each option is described in greater detail below. You will 
be able to move back and forth among them until the Pre- 
Set Done option is selected. The black box on the screen 
can be moved only with the joystick or arrow keys: 

Search 

Four options appear: 

Identify Unit: a cross will appear on a map. Moving the 
cross over a unit will display more information at the bottom 
of the screen. Pressing the fire button will reveal the next 
unit in the position, or do nothing if there is only one unit 
there. Note that the cross will only be able to move out of 
the position in the direction the unit is facing. (If using a 
joystick, it can move out of the position in any direction.) 

Tactical Map: two options will appear. In Fast Scroll, 
the cross can be moved to the edge of the screen. Instead 
of being moved off the map (if it continues on its way), the 
map will scroll 5 positions up or down, or 9 positions to 
the left or right. Full Scroll means that the cross cannot 
reach the edge of the map It will remain near the center, 
and the map will scroll underneath it. 

Strategic Map: this map shows l/12th of the Situation 
Map. As with the Tactical Map, a small cross appears in 
the center of the screen. 

During play, all friendly units and any enemy units in 
sight will be represented on the map by symbols indicat¬ 
ing the team and type of unit. Team 1 units are colored 
orange, Team 2 units are green. The chosen unit will be 
flashing, and the direction of the compass arrow (seen at 
the bottom right comer of the screen) will show its facing. 
Facing is important only when giving movement orders to 
tanks, for they can turn only 45 degrees at a time. 

Return To H/Q: this returns to the Pre-Set Units screen. 
(That screen will be called the Headquarters once the game 
begins, hence the H/Q designation.) 

Situation Map 

This will flash the Objective Area, your team’s units, and 
any enemy units they can see. Team 1 is colored orange, 
Team 2 in blue. Press the Space Bar to stop the flashing and 
choose another option. Note that, later, you can move your 
units and view the result on the Situation Map. 

Move Units 

This option allows you to move your units prior to the 
first turn. When chosen, the black box will be over the iden¬ 
tification number of the first unit. Four more options appear 
below it, and selecting a unit will take you to them. Scroll¬ 
ing through the unit numbers, the option Return To H/Q 
will appear after the last unit. Choosing it will return to the 
Headquarter/Pre-Set Units menu, 

If a unit is chosen, a brief description consisting of its iden¬ 


tification number, its morale |green, seasoned or crack), unit 
type and the number of men in it will appear on one line, 
the name of the commanding officer above it, and the 
terrain type it is in to the left of the officer’s name. The black 
box will be over the Review option. You now can cycle 
through the options: 

Review: gives a more detailed description of the unit, 
showing its weapons. There are two more options (L.O.S. 
and Move! that are be discussed in Section 6: Line Of Sight. 
(Note: the Move option in the Review menu is different from 
the Move option below.) 

Change Unit: will allow selection of another unit. 

Move: this description will describe only how to move 
and deploy a unit. Two options arc available first: Standard 
and Scouting. They have no effect during set-up. Pressing 
the fire button moves the black box down to the tine where 
five options are displayed. The box is on the Move option 
so press the fire button again. The selected unit can be 
moved into position. 

A unit cannot be moved into a position it could not move 
into during the game. For example, a tank will not move 
into a building. When you have finished moving the unit 
into position, press the fire button (the joystick must be 
straight up). Nothing will change on the screen but the 
black box can be moved onto the Done option where - 
press the fire button again - you may select another unit 
to move. 

Paratroops: unlike other units, paratroops do not begin 
the game on the map Instead, they drop from the sky onto 
a chosen position. When a paratroop unit is moved into 
position, choose the turn number that the unit will appear. 
Each paratroop unit can land between game turn 2 and 30. 

Paratroop units cannot land on woods, rivers, buildings 
and walls. It is considered unorganized and “broken" on the 
first turn they land. They may drift on the way down and 
be attacked. Paratroops have a special rally capability per¬ 
mitting them to recover faster than other units from the 
effects of landing and enemy attack. 

Deploy: selecting Dig-In from this option provides the 
unit with better defensive coverage. By digging-in. the unit 
has spent time improving its position and establishing its 
field of fire. During the game, a unit must spend three turns 
to dig-in. This option can give the defending team a very 
strong advantage. 

If Deploy is selected while a unit is in a two-story build¬ 
ing, the option 2nd Story will appear This will move the 
unit onto the second floor. During the game, selecting the 
Move option for a unit on the second story will cause the 
1ST Story option to appear. It’s asking if the unit is climb¬ 
ing down. 

Both the Dig-In and 2nd Story options can be selected 
at the same time. 

The Clear and Wait options have nothing to do with 
setting up the units. 

Pre-Set Done 

Team 1 is finished examining his units, and it is Team 
2's turn. 
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5. MOVEMENT 


In most games, the speed al which a unit moves is pegged to the 
passage of time Bach turn equals a certain number of hours and how 
long a unit takes to go from point A to point B would determine its 
movement rate 

In Under Fire, however a turn does not represent the passage of a 
interval black of tune A units speed is based upon how much faster 
or slower it it compared to other units The turn is divided into 24 
periods to lahe into account the wide variance of units and allow a 
situation where one unit can move l position per period /like a 
T34/76C moving down the roadI while a heavy infantry unit takes 24 
periods moving up a hillside 

Movement is a two-step process. First, each unit gets its 
marching orders. Then, the computer breaks those orders 
down into 24 periods, and moves all units one period at a 
time, checking each period to see if the moving unit can 
see any enemy unit. The result of each period’s move 
appears on the Situation Map during the Execute Orders 
phase, and enemy sightings arc reported below it. Depend¬ 
ing upon the number of combat phases chosen at the be¬ 
ginning of the game, the computer will stop that many times 
to resolve combat during the turn. 

When the Pre-Set Units phase is finished, the first turn 
begins. The computer asks two questions: 

Would You Like To Save This Game? 

Yes: an initialized disk must be available to save the game 
on. If not, see the Do You Need To Initialize A Disk prompt 
in Section 2: Loading The Game for more information. 

If creating a scenario, it is at this point that it can be saved. 

No: the computer will go on to the next question. 

Would You Like To End This Game? 

Yes: the victory screen will be displayed, and the game 
is over 

No: the computer will enter the Headquarters screen. 

The Headquarters screen is displayed, with two of the 
four options that were discussed back in Section 4: Search 
and Situation Map. New Orders is a new word for the 
Move Units option, except that this time around movement 
orders are issued instead of adjusting the set-up. Execute 
Orders ends the turn, and is the only way to move onto 
the next phase. 

New Orders 

To keep from repeating whole sections of rules, we shall 
refer to other parts of the rules booklet for some options. 

Review 

See Section 6: Line Of Sight for more information. When 
ordering units about the Tactical Map, this option will also 
allow examination of the rest of the map. 

Move: this is not the same as the Move option seen below; 
this prompt reviews the movement orders given to a unit 
this turn. The period clock will be reset to zero, and the 
unit is moved into its position at the start of the turn. Press¬ 
ing the fire button will move the unit according to its orders. 
Toggling the joystick fulfills the same function, but counts 
off the periods one at a time. This option will show at what 
point in the turn a unit will enter a position, allowing for 
more effective coordination of an attack. 

Done: returns to the New Orders menu. 


Change Unit 

Allows selection of another unit. 

Move 

This option has all the commands necessary’ to issue 
movement orders. There are two modes in which a unit can 
move: 

Standard: a unit will carry out its movement orders until 
one of the following conditions occur: 
a| the unit has completed its movement order. 
b| the unit enters a position with an enemy unit. 
c| a vehicle is stopped by a roadblock or traffic jam. 
d) the unit is given combat orders during that turn. 
Scouting: a unit will carry out its movement orders until 
one of the Standard conditions occur, or the unit sights an 
enemy unit. It will continue moving that turn only if it can¬ 
not see an enemy unit. Vehicles transporting men will 
automatically unload them. 

A major risk of scouting is that if a unit in the open spots 
an enemy unit, it will halt, leaving itself exposed to enemy 
fire. When a vehicle is scouting, its crew is exposed to small 
arms fire. One way of effectively using scouting is when 
a unit is moving through protective terrain (woods, build¬ 
ings, walls or hedgesj. If the unit reaches the edge of the 
terrain and spots an enemy unit, it will stop within the 
shelter of the terrain and not move into the open. Also, if 
a unit in Scouting and Extended Movement mode spots an 
enemy unit, it will cancel the Extended Movement and be 
available for combat; a unit in Standard and Extended Move¬ 
ment mode will not. 

Once stopped, a unit will continue moving that same turn 
if the enemy unit is destroyed or moves out of sight. 

On period 24. all units will execute its last movement 
order if it was one period away from completing it. This 
will happen more often to a vehicle moving along a road. 

A unit can enter a position with an enemy unit. A unit 
can exit a position containing an enemy unit if it begins the 
turn in that position. 

Once the unit's mode is decided, there are five options 
to consider: Clear, Move, Wait. Deploy and Done. 

Clear: this option will erase all movement orders given 
to the unit. However, if a unit was assigned Extended Move¬ 
ment that turn, the order cannot be cleared (although it may 
be removed next turn). A unit ordered to Load or Unload 
cannot dear the order. In general, an order cannot be 
cleared for that unit if its Period clock has turned black. 
See the Extended Movement section below for details. 

Wait: this expends periods without the unit moving. Each 
time the joystick is toggled, one period will pass. 

Deploy: it is here that a number of rare movement orders 
can be given: transfer supplies, loading, or unloading vehi- 
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cles. moving between floors or digging in. Pressing the fire 
button when the Done prompt appears will end the Deploy 
option. 

Dig-In: the unit has been ordered to prepare a defen¬ 
sive position. Once the order is given, a unit will continue 
to dig in until 72 periods has passed. If a unit is given a fire 
order, it will stop digging in until the next combat phase. 
Therefore, in a game with three combat phases per turn, 
if a unit that is ordered to dig in spends one combat phase 
firing its weapons, it has spent 16 periods digging in. 

A dug-in unit can also be considered 'quiet" if the enemy 
had not sighted or fired upon it while it was digging in. A 
unit can only be eligible for "quiet* as a result of success¬ 
fully digging in. While a dug-in unit is considered well- 
protected against enemy fire, a dug-in and quiet unit is 
nearly invisible and also receives a bonus in the chance of 
hitting the enemy; its machine guns are in place and the 
men have established their fields of fire. 

Loading: loading and unloading units is an option per¬ 
formed by the vehicle, not the unit. A truck or halftrack 
can carry 15 men or one gun. There must be enough room 
to load a unit. If a truck picked up a squad of six men, there 
is room for nine men. If a 10-man squad tries to board, one 
soldier cannot be left behind. It costs one period per man 
to load or unload. A field gun takes a complete turn to hitch 
or unhitch. If the Nor Enough Periods Remaining prompt 
appears, the unit can carry out its order into the next turn 
by pressing the fire button (this is the Extended Move op¬ 
tion, see the section below for more information). 

If there is more than one unit eligible for loading, the com¬ 
puter will offer a choice. 

Exception: a unit ordered to go on an Extended Move this 
turn cannot enter the Dbploy option, nor can it be given 
combat orders (the prompt Unit Is Committed will appear 
during the Execution phase). 

To unload a unit, the carrying vehicle enters the Deploy 
option and selects the Unload option from that. If there 
is more than one unit in the vehicle, toggle through the 
choices. 

If the Load option does not appear, it may be because 
the loading unit has not arrived yet. For example, if an in¬ 
fantry unit enters the position with the truck in it during 
its 10th period, the truck cannot pick up the infantry unit 
until its 10th period (this is a good time to use the Wait 
option). 

Done: this ends giving movement orders to the unit, 
returning to the New Orders menu. 

Movb: enter movement orders for the chosen unit. As the 
unit is moved, the number of periods it takes to enter that 


position is counted off the Period clock. Movement orders 
are entered according to Section 2: Keyboard and Joystick 
Explanation. 

If 1st Floor appears when the Move option is chosen, 
it means that the unit is on the second story, and the com¬ 
puter is asking if that unit is to move down to the first floor. 
Pressing the fire button will allow the unit to continue its 
move. Note that a second-story unit cannot enter an adja¬ 
cent second-story position. It must go down to the first floor. 

Movement Cost 

Entering a position takes a certain amount of time, based 
upon the unit type, how heavy it is (its burden), how it is 
moving, and the difficulty of the terrain. 

TERRAIN EFFECTS CHART 

Along the top are the speed categories a unit will fall into. 
By cross-referencing a unit's speed category with the terrain 
type it is entering, the result is the number of periods it will 
take to enter that position. 

The cost of entering a position can be changed in many 
ways. Overlapping terrain will increase the cost. A move 
up or down elevation will add one period to the cost of mov¬ 
ing into the position. A unit moving northeast, southeast, 
southwest and northwest adds about 40% to the movement 
cost. A unit in the scouting mode adds a variable number 
of periods to the cost. It costs a unit 2 periods to go up or 
down one floor. 

Grass has no effect on movement or combat. Players may 
want to increase the "confusion" of the terrain by placing 
grasses in clear areas next to woods. While each position 
can be identified using the L.O.S. option, the grass can make 
it more difficult to discern between woods and clear at first 
glance. 

Speed Categories 

Infantry: rifle, engineer, paratroop and half-squad units 

Mountain/Leader: mountain and leader units are con¬ 
sidered extra light infantry. When their burden value is 
between 20 and 39, they are considered light infantry. When 
its Burden value is between 40 and 100, they are heavy 
infantry. 

Fast Vehicles. T34/76c 

Medium Vehicles: KV/85, SU/76, Sherman, M10, M4, 
Jagdpanzer V. Hummel, Panther, Panzerkampfwagen IV, 
all trucks and halftracks 

Slow Vehicles: SU/152, M12 

Gun units require a vehicle for transport. 


Med. Mt., 


TERRAIN EFFECTS CHART 


Lt. Mt., Lt. Inf. & 

Lt. Ldr. Med. Ldr. Hvy. Mt. Hvy. Ldr. 


Open 

4 

4 

10 

10 

Depression 

4 

6 

14 

14 

Hillside 

4 

6 

14 

14 

Hilltop 

4 

4 

10 

10 

Road 

3 

3 

6 

6 

Water 

8 

10 

12 

12 

Building 

6 

6 

10 

10 

Woods 

6 

8 

10 

10 

Rough 

6 

8 

10 

10 

Stone Wall 

4 

6 

10 

10 

Hedge 

4 

6 

10 

10 

P: Prohibited. Vehicle cannot enter this terrain 



Changing Elevation: + 1 period to the above cost |Mountain 
units exempt) 

Changing Floors: 2 periods 
Changing Facing (Vehicles): 2 periods 


Med. Inf. 

Hvy. Inf. 

Fast Veh. 

Med. Veh. 

Slow Veh. 

6 

10 

3 

3 

4 

10 

14 

3 

3 

4 

10 

14 

4 

4 

6 

6 

10 

3 

3 

4 

4 

6 

1 

1 

2 

12 

14 

12 

12 

12 

8 

10 

P 

P 

P 

10 

10 

8 

8 

8 

10 

10 

2 

2 

4 

10 

10 

P 

P 

P 

10 

Unit Key: 

10 

4 

4 

6 


1: Light Mountain; 2: Medium Mountain, Light Infantry and 
Medium Leader; 3: Heavy Mountain; 4: Heavy Leader; 5: 
Medium Infantry; 

6: Heavy Infantry; 7: Fast Vehicles; 8: Medium Vehicles; 
9: Slow Vehicles 
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Traffic Jams 

Only a certain number of vehicles may be in one posi¬ 
tion during any one period. This number depends upon the 
scale chosen. There will be no prompt that a jam has 
occurred; vehicles will simply stop moving. (Crack units 
do not count towards traffic jams; they just laugh and wave 
as they drive by.) 

Scale Max. # Of Units/Position 


12 1 

24 2 

48 5 

72 8 


Fording 

If a vehicle enters a water position during Summer and 
Fall, it may become temporarily or permanently stuck. 
Crack drivers have the best chance of crossing water. If it's 
a transport vehicle, the passengers will be unloaded; if a 
gun crew with a field gun, the gun is lost and the unit 
becomes a light infantry squad. 

Error Messages 

There are three possible messages: 

Unit Unable To Enter: either the unit is trying to move 
off the mapboard, or it s trying to enter a prohibited posi¬ 
tion (such as a tank moving into a building position). 

Only 45 Degrees At Timb: while a vehicle may turn in 
place if it has enough periods, it can make only one 45 
degree turn at a time. 

Not Enough Periods Remaining: means that the unit can¬ 
not enter the position this turn. The Extended Movement 
option may be used by pressing the fire button when the 
error message is on the screen. (In some circumstances, a 


unit may not be eligible for Extended Movement. In those 
cases, the error message will not stay on the screen long 
enough to enter the order.) 

Extended Movement 

In certain circumstances, a unit may “carry over" its order 
into the next turn. A unit enters Extended Movement when 
the fire button is pressed while the Not Enough Periods 
Remaining error message is on the screen. The Period clock 
will turn black, meaning that the movement order cannot 
be erased until the next turn, even if the clear moves option 
was chosen at the beginning of the game. 

When the next turn begins, and that unit is chosen, it will 
move a couple of positions forward; a remnant of the pre¬ 
vious turn's move order. The order can be cleared at this 
time. 

If a unit is in the Scouting movement mode, it will not 
carry out an Extended Movement order if it sights an enemy 
uni t See the Scouting rules above for more explanation on 
that point. 

The Effect Of Combat Orders On Movement 

A unit can move and fire during the same turn, but its 
combat effectiveness is reduced. The amount depends upon 
the unit type. Vehicles which move and fire suffer a penalty 
to their chance of hitting, but not to the effect the shell will 
have if it hits. Infantry units are penalized in the opposite 
way: their chance of hitting remains the same, but they will 
not do as much damage 

Combat tends to discourage moving and firing by the 
same unit. The effect of this is especially apparent with the 
machine gun, which is best used when the unit firing it does 
not move and is dug-in. If the unit is not dug-in, its effec¬ 
tiveness is reduced, and if the unit is moving and firing, 
its firepower is cut in half. 



6, LINE OF SIGHT 


Before you can attack an enemy unit effectively, you must tee it The 
computer determines this by checking the elevation level of all units 
then deciding if the terrain blocks the line of sight /LO S / Unlike 
many games. Is not reciprocal it may happen that unit A can 

see unit B. but unit B cannot see unit A The implication of this is 
obvious: A can attack B more effectively than can B attack A 

The ability of the computer to handle hidden movement is one of the 
strengths of Under Fire Playing a boardgame is nothing compared 
with the uncertainty of taking a squad into a seemingly empty village 
or the sick feeling when an enemy unit pops up suddenly during 
combaf This section describes the L.O.S option, which appears when 
you decide to Review a unit, and how it will and will not work 

The L.O.S. option is chosen to determine if one unit can 
see into a chosen position on the map. When the option is 
chosen, the unit fulfills any movement orders given that 
turn, and a cross appears over the unit. Move the cross to 
a position and press the fire button. The computer will dis¬ 
play a Block or Clear message over the L.O.S. option, 
and below that, the range to that position in meters. Toggle 
the joystick to use the option again; press the fire button to 
leave it. 

The L.O.S. option is especially useful to determine what 
the unit can see from its new position. This can only be done 
if the unit is ordered to move to that position first. 

The line of sight is checked from the unit to the position 
immediately in front of the target. A blocked line of sight 
does not always mean you cannot see units in that terrain. 


because the man may be in a position to sec the enemy, 
but not be able to fire on them. 

For example, vehicles are considered to extend one point 
above its base elevation level. A tank is behind a wall, and 
you are commanding an infantry unit making a L.O.S. check 
over that wall. If your base elevation is the same as the wall, 
you would get a Block response, meaning that you cannot 
see the terrain (it's blocked by the wall) but you can see the 
tank. This also works in reverse: that you can sec the terrain, 
but you cannot see the unit in it. This can happen due to 
range considerations and the current state of the unit in that 
terrain. If, for example, an infantry unit is in either a woods, 
wall, hedge, river, or building position, and not firing its 
weapons, an enemy unit would have to be within 303 
meters to see it. If the same unit was “dug-in," the range 
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would be reduced to 101 meters. For vehicles, the ranges 
would be 405 meters and 303 meters, respectively. 

Restrictions: units that are broken or berserk cannot 
report enemy sightings. Therefore, if only one squad can 
see a line of enemy units approaching, and that squad 
breaks, the enemy could vanish from your screen. 

Digging In: units become quiet by digging in |using the 
Deploy option) and not firing their weapons or moving for 
three turns. If a unit is spotted at that time, it must move 

out of sight of the enemy and start aver. 

Determining Line Of Sight 

(This is a general discussion of the rules, and not hard- 
and-fast cases. As in real combat, line of sight is judged by 
the eye, and players are given every opportunity to learn 
the lay of the land by trial and error.) 

There are 10 elevation levels, and each position has a Base 
Elevation Level. A depression position is Level 0, open 
terrain is level l, a hillside position is level 2, and a hilltop 
position is level 4. A unit is considered to be at the Base 
Elevation Level of the position it is in. This BEL is modified 
by additional terrain, and what mode the unit is travelling 
in. A position cannot be higher than 10, or lower than 0. 

Hillside and hilltop positions are considered to be 
plateaus, not slopes. A unit adjacent to a position with a 
lower BEL will be able to see as if on a slope. If a unit is 
sighting through a position with the same BEL as the posi¬ 
tion it is in, blind spots can be formed. 

The following features add or subtract from the BEL: trees 
( + 3), two-story buildings ( + 3), one-story buildings ( + 2), 
walls and hedges (+ 1), and rivers in spring, summer and 
fall (-1). A unit sighting from the second floor of a build¬ 
ing receives a +2 modifier; from the first floor a + 1 modi¬ 
fier Example: if a unit is on the 2nd floor of a building on 
a hilltop, then the unit is considered to be at elevation 6. 

Blind Spots 

The L.O.S. cannot only prevent units from seeing into a 
position, it can also prevent observation of the area behind 
it. This creates a blind spot, and the length of it depends 
upon many factors, and the vast combinations of elevations 
that can be obtained from an Under Fire mapboard. Since 
there is not one easy way of determining what position can 
be blocked on what condition, players are directed to use 
the L.O.S. option to determine where the blind spots 
are located. 

Example: an infantry unit is on the second floor of a build¬ 
ing on a hilltop (BEL 6), trying to sec over a strand of trees 


(BEL 1) eight positions away. The trees have a blocking ele¬ 
vation of 4. Therefore, the unit can see into the trees, but 
not beyond it. This is a blind spot, and it extends for seven 
positions beyond it, barring the presence of other terrain 
and units. 

Special Modifiers: if a unit is in a depression position (BEL 
0), and the adjacent position through which it is being at¬ 
tacked has a BEL of 1 (open terrain) then it sights as if it 
were at level one, but considered hull down for combat 

If a tank is in the scouting mode, it has opened its turret 

hatch, and the leader is sighting from there, giving it a + 1 
level modifier All vehicles when sighted arc considered one 
level higher, but this does not mean that a unit sights from 
one level higher. It means that, if a unit is behind a wall 
( +1) at elevation 1, it could be sighted by an infantry unit 
at level 1, but it cannot see the infantry unit. 

ELEVATION CHART 


TERRAIN 

BLOCKING 

ELEVATION 

UNIT 

ELEVATION 

Open 

1 

1 

Depression 

0 

0* 

Hillside 

2 

2 

Hilltop 

4 

4 

Road 

® 

@ 

River 

CP 

0 

1-Story Building 

2 

1 

2-Story Building 

3 

1> 

Trees 

3 

® 

Stone Wall 

1 

@ 

Hedge 

1 

® 

Rough 

® 

® 

Footnotes: 

®: same as base terrain 



1: elevation is 1 if unit is at the edge of the depression. 

2: if winter, elevation is 1. 

3: elevation 2 if unit is on the second floor. 

Range 

The range displayed upon the screen represents the 
greatest possible distance between two points. When con¬ 
sidering attack ranges, the computer will check instead for 
the smallest possible distance by subtracting 50% of the 
game scale from the range. Example: at a game scale of 48 
meters, the distance between units three positions apart can 
range from 120 meters to 144 meters. This explains why 
a unit can throw grenades 68 meters; the computer is giving 
the benefit of the doubt to the attacker. 


# 7, EXECUTE ORDERS 


When the Execute Orders option is selected, the follow¬ 
ing procedure is followed: 

1 . The prompt Execute Orders appears in the center of 
the screen Press the fire button and the phase will continue. 

2. The prompt Combat Orders appears. When the fire 
button is pressed, the prompt Combat Orders Team 1 will 
appear. Press the fire button. The Combat Phase has been 
entered and, if the Player Combat or Leader Combat option 
was selected, the fire of your units is directed. When 
finished, scroll to the Done prompt from the Select Unit 
option and press the fire button. In the two-player game, 
Team 2 will enter its combat phase. 

3. If any fire orders have been issued, the results will be 


displayed upon the screen: the prompt Combat Resolution 
will appear and the fire button must be pressed. 

4. Until the next combat phase, the computer will count 
off the periods and move each unit. At the end of each 
period, the computer checks the L.O.S. of each unit. If no 
enemy unit has been sighted, the words No Units Sighted. 
Otherwise, the name of the unit being sighted will appear, 
It is possible for a unit to be sighted, yet not know who 
spotted it. 

5. After period 24, the turn ends and the computer will 
automatically enter the Unit Organization Phase. 
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Sometimes, after the fire button has been pressed, it will 
appear that the computer is not responding. This will be¬ 
come more apparent if a scenario has more than 20 units 
involved. If the fire button is pressed, and the computer 
responds with three clicks or no clicks, it has received the 
order and is at work processing the information. Sometimes 


Combat is a complex operation in Under Fire, so wiucA so that 
attempting to explain it all would more than doubts the length of the 
rules booklet, without giving the players a better idea of how to fight 
So, this section will give all the factors that will affect combat but 
specific figures will remain wirtiin the mind of the computer 

All orders are executed simultaneously. Just like movement 
orders, combat orders must all be entered first, then 
resolved at the same time. While the combat phase is 
actually two separate phases (called the Combat Orders 
phase and the Combat Resolution phase), we treat them as 
one in the rules booklet to reduce confusion. 

Combat orders may be given to every unit, depending 
upon its movement orders and what enemies it can see. 
There are three different types of combat: 

Direct Fire is an attack on an enemy unit that has been 
spotted by the friendly unit. 

Indirect Fire is an attack on an enemy unit the firing unit 
cannot see. A friendly unit can sight the enemy unit (which 
it then relays the location of the enemy unit by radio or other 
signals), but it is not required. Only units with tubed 
weapons and H.E. capability may fire indirect. 

Area Attack is an attack on a piece of terrain. It is used 
on enemy positions, or to destroy a bridge, building, wall, 
or to block a road. 

There are also two different postures a unit may be in: 
assault and defensive. 

The assault posture means that the attacking unit is com¬ 
ing to a stop, deploying briefly, and attacking. An infantry 
unit in the assault posture will suspend moving until the 
next combat phase. A vehicle, however, will continue mov¬ 
ing halfway into its next series of movement periods. 

For example: there are four combat phases per turn, 
meaning that the turn is divided into four blocks of six 
movement periods each. Therefore, if an infantry unit enters 
the assault posture, it will not move during the block of six 
periods, while a vehicle will begin moving three periods 
into the block. 

The defensive posture means that the unit is not attack¬ 
ing; it is taking the maximum amount of advantage from 
the terrain and (if a vehicle) from its armor. Infantrymen 
will hug the ground. Tanks will close all their vents and 
hatches and take evasive action within its position. While 
a valuable tactic, if the unit is not fired upon this combat 
period, it remains in its defensive posture until the next com¬ 
bat period. It is, in effect, pinning itself down. 

Tactical note: if an infantry unit is dug-in a stone build¬ 
ing, and chooses the defensive posture, a squad outside can 
fire all its ammunition and may still not affect the unit! 

Entering Combat Orders 

When a unit is chosen, you have the option to put it in 
an Assault or Defensive posture. If the Assault option is 
chosen, a cross will appear. Place the cross over the target 
position and press the fire button. Depending upon what 
pre-conditions have been met, you will be able to select 
Direct, Indirect or Area fire. After making that selection, 


during this phase, a moving dash appears next to the Period 
Clock, indicating that the computer is leading its team. We 
can only recommend patience. They last only seconds, and 
remember that, if Under Fire was a boardgamc, the turn 
would last much longer! 


8. COMBAT 


choose what weapons will fire into that position by press¬ 
ing the fire button. A slash will appear next to the chosen 
weapon. Press the space bar to pass over weapons you do 
not wish to fire. The Done prompt will end the selection 
and permit another attack. Rifle fire can be split among two 
targets; all other weapons can only be fired once. On tanks 
with A.P. and H.E. ammunition, only one of those types 
may be fired. The Smoke option appears for some units 
when H E. is selected; toggle the joystick when the black 
box appears around H.E.. 

To end giving combat orders to a unit, press the fire button 
when the Units Attacks Complete prompt appears. 
Toggling will allow more orders to be given to the unit. 

Selecting the Defensive option automatically ends the 
giving of orders to that unit. 

Unit Density 

If there are so many men and vehicles in a position that 
they cannot be considered individual targets, then they arc 
easier to hit. The smaller the game scale, the more likely 
there will be a density modifier added to the combat calcu¬ 
lation. In fact, at scale 12, Russian infantry squads auto¬ 
matically suffer a unit density penalty |unlike their smaller 
U.S. and German counterparts). 

Calculating Unit Density: a quick-and-dirty way to check 
for a high-density position is to assign each man in a unit 
1 “density point," and each vehicle 10 "density points." (We 
put quotes around density point because the word does not 
appear anywhere in the game or the rest of the rules 
booklet! 

If there are more than the maximum number of density 
points in a position, the unit density penalty is applied to 
the unit's chances of getting hit. The unit density penalty 
adds 0.5% per excess "density point" to the chance of hitting 
the unit. 

Scale Max. * Of Density Points 


12 

12 

24 

18 

48 

36 

72 

44 


Effect Of Range On Combat 

All open-sight weapons (those fired without a scope like 
rifles and machine guns) will lose effectiveness from 300 
meters out. due to the difficulty of sighting a target with 
the naked eye at that distance. 

Extended Range: when this notation appears, it means 
that the unit will be attacking with far less firepower. 
Deductions for Extended Range firing is in addition to 
deductions for range effectiveness, above. 
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Tactical note: the effectiveness of even the most power¬ 
ful weapons can be reduced when several negative 
modifiers are combined. An infantry squad firing a heavy 
machine gun 700 meters suffers two negative modifiers: one 
for firing at an Extended Range, and one for firing an open 
sight weapon more than 300 meters. And if the squad is 
moving and firing, it suffers a large penalty in addition to 
the above! 

Multiple Weapon Firing 

Rifle squads may be ordered to fire at two different posi¬ 
tions in the same combat phase. Except for rifles, only one 
weapon type may fire on a position. Example: an infantry 
squad may use its rifles to attack an infantry squad, and 
its bazooka to attack a tank. 

All attacks by a unit must be ordered at one time. Once 
combat orders have been given to a unit, it cannot be 
cleared. 

Demolition 

Certain pieces of terrain can be destroyed. There are four 
possible targets: roads, bridges, buildings and stone walls. 

Roadblocks: if a satchel charge is used on a road running 
through a woods, there is a 20% chance a roadblock can 
be formed, and a 90% chance of the road being cratered. 
A roadblock will trap traffic, but cratering it will slow down 
vehicles. A vehicle halted by a roadblock cannot move. A 
unit halted by a blown bridge can turn around. Only by 
driving a vehicle along that road will tell how successful 
the attack was. 

A H.E. attack can turn a road into rough, but cannot form 
a roadblock. The chance of success is the same. 

Blowing Bridges: if an area attack with a satchel charge 
is ordered on a road position crossing a water position, there 
is a 20% chance of the bridge being destroyed. Only by driv¬ 
ing a vehicle along that road will tell how successful the 
attack was. 

Blowing Buildings: if an H.E. attack is made on a build¬ 
ing position, there is a 5% chance of destroying it. The 
position is turned into a rough position. 

Blowing Stone Walls: a hole may be blown in a stone wall 
position if a satchel charge, A.P. or H.E. charge is lobbed 
at it (using an area, indirect or artillery attack). 

The three maps that come with the game all have terrain 
that can be demolished. See the Mapmaker rules booklet 
for instructions on creating this type of terrain. 

Morale 

Units may break or go beserk as a result of enemy fire. 
A unit need not be fired upon to suffer a morale check. Each 
time there is combat somewhere on the map, all units have 
a chance of breaking. 

Breaking: units break when they become disorganized and 
demoralized in combat. The more inexperienced a unit, the 
greater their chance of breaking. When a unit breaks in the 
open, it will disregard previous movement orders and head 
for cover. A unit will continue broken until it is rallied; an 
automatic function handled by the computer. If a vehicle's 
crew breaks, it may bail out of the vehicle, effectively 
destroying it. 

Rally: how quickly and under what condition units rally 
depends upon their morale and perception of the tactical 
situation. Crack units normally rally very quickly, while 
green units are the hardest to rally. 

Effect on rallying: each unit considers the tactical situa¬ 
tion when deciding if it should rally. The presence of enemy 
units when there are no friendly units in sight would 
indicate that the squad is cut off, and it may not rally. This 
modifier can increase if there are enemy tanks in sight. Like¬ 
wise. if there are friendly squads and tanks in sight, but 
the enemy cannot be seen, the unit has a better chance of 
rallying. The presence of a leader in the same or adjacent 


position as the squad also increases their chance of rallying. 

Berserk: units can go berserk as a result of combat. A 
berserking unit will charge the nearest enemy unit it can 
see. If an enemy unit is not nearby, the player loses control 
of the unit for a period of time. Berserk units eventually 
break. 

Calculating Combat Odds 

Under Fire calculates combat by applying modifiers to the 
attacking unit's percentage chance of hitting. The modifiers 
are: 

1) is the defending unit firing back on the attacking unit? 
Units firing on each other will nullify part of each other’s 
attack. 

2) if the target unit is within sight of the attacker. Direct 
fire is much more accurate than indirect fire. 

3) the number of casualties suffered by the attacking unit. 
A unit which has suffered losses has its firepower reduced, 
and (if it is a green or seasoned unit) will maintain their 
fire for shorter periods of time. 

4) if the target unit has moved, or if it has orders to move 
this turn. A moving unit is penalized when fired upon. 

5) the defensive position of the target unit: whether it is 
dug-in, or has been ordered to dig in. A dug-in unit can never 
be surprised. 

6) if the target unit has fired its weapons this turn. This 
is different than #1. If the target unit has fired its weapons, 
it indicates that it is in a ready position. It has taken cover 
and thus derives some benefit from the terrain. 

Terrain And Other Defensive Benefits 
How much terrain and other factors help a unit defen¬ 
sively will not be revealed. However, the types of terrain 
have been ranked from the most advantageous to the least. 
Example: a unit in a building is more protected from enemy 
fire than a unit behind a stone wall. The terrain that hurts 
the target unit has also been ranked: a unit in a water posi¬ 
tion suffers more than a unit in the open. The terrain has 
also been grouped by how much of an effect they make on 
combat. 

Good Terrain 
Building 
Stone Wall 
Rough 
Depression * 

Woods 

Adequate Terrain 
Hedge 

Ineffectual Terrain 
Hilltop 
Hillside 
Grass 

Negative Terrain 
Open 
Road 
Water 

* the defensive modifier is given if a unit in a depression 
is fired upon from a unit in a position that is one elevation 
level higher or less; there is no effect if the unit is fired upon 
from a unit in a position that is two elevation levels higher 
or more. 

In addition, a unit in a Defensive posture receives a defen¬ 
sive modifier, as does a unit with a Leader unit in the same 
or adjacent position. 
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Tank/Seif-Propelled Gun Modifiers 

A tank or self-propelled gun receives a number of 
penalties and bonuses based upon what it does and how 
many crew members it has. 

Penalties: for each crew member lost, for tank/self- 
propelled gun with 4 or less crew members, if a self- 
propelled gun must turn in place to fire, and/or if a unit 
makes two separate attacks (that is, if it fires its main gun 
at one unit, and its machine gun at another). 

Bonus: for each turn the unit fires at the same position 
without moving, and/or for crews with more than 4 
members. 

Vehicle Damage 

A Destroyed result means that the vehicle cannot be 


operated anymore, and that the crew (if they survived the 
attack) will bail-out. 

Hrr Side: if the vehicle is not destroyed, it may have 
suffered track damage that will immobilize the unit for the 
rest of the game. The crew may bail-out, but if it doesn't, 
it will stay in the tank and follow orders. 

Hrr Rear: if the vehicle is not destroyed, it may suffer 
damage to the fuel system that is similar in effect to the 
track damage, except that the tank may not become immobi¬ 
lized until several turns later. 

Hit Front: the vehicle could lose its machine gun or lose 
a crew member. If a crew member dies, the rest of the crew 
may bail-out automatically. The chance of that happening 
may increase if the vehicle is in the Scouting mode. 


* 9. SUPPLY 


Supply depletion is an option selected on the Set-Up screen which will 
keep track ol each unit's supply of ammunition. We strongly encourage 

mr n !ftH m/f rnrhsaf a. units mil b s&tr is mnamfy fay &wn 

smoke barrages, and attack in each combat phase 

Supply is counted in two ways. For all weapons except 
grenades, one supply point equals one attack. For hand 
grenades, four points equals one attack (that is why only 
four supply points worth of grenades can be purchased at 
a time). One attack does not mean one bullet or shell, but 
the amount of ammunition expended during the fire phase. 
The amount of supply a unit begins with is based upon 
historical precedent and the unit’s combat experience. The 
more experienced a unit, the more efficiently it can use its 
ammo. 

Each weapon has a number of supply points assigned to 
it (see the Ammunition Chart, below). A unit can receive 
more than that amount during the game if supply trucks 
and halftracks are used. 

Supply trucks and halftracks are bought at the beginning 
of the game, and must be loaded with ammunition at that 
time. H.E. and A.P shot loaded in a truck can be used with 
any vehicle. Smoke attacks are deducted from the unit's H.E. 
supply. 


AMMUNITION CHART 
Green Seasoned Crack 


Wcapon/Attacks 

Rifle 4 

Submachine Gun 4 

Light Machine Gun 4 

Medium Machine Gun 6 

Heavy Machine Gun 8 

Bazooka 4 

Panzerfaust 1 

Flamethrower I 

Light Mortar 4 

Medium Mortar 3 

Satchel Charge 1 


8 

8 

8 

10 

12 

4 

1 

2 

4 

3 

1 


12 

12 

12 

12 

14 

4 

1 

3 

4 

3 

1 


When selecting which weapon(s) a unit will fire with, to 
the right of its name is the number of attacks that weapon 
has left before it runs out of ammunition. For example, the 
notation on a typical infantry unit might read 8-RIFLES 12. 
This means that the squad is armed with rifles, each of 
which can be fired during twelve combat periods. 

Units can be resupplied if supply trucks and halftracks 
were purchased at the beginning of the game. To resupply 
a unit, it must move into the same position as the supply 
vehicle and select Supply from the Deploy option. The 
Supply option will not appear if the unit has not fired its 
weapons, and does not need to be resupplied. 

A unit that needs only rifle or submachine gun 
ammunition will be supplied automatically during the Unit 
Organization phase. Each supply vehicle is considered to 
have that type of ammunition on hand. The transfer of other 
ammunition takes place during the Unit Organization phase. 
If the unit being supplied has any number other than zero 
in the Supply Periods section, the Get Supply option will 
be available A list of available weapons will appear. Toggle 
and choose among them. 

If the message Unable To Transfer Supply appears, the 
unit may not have enough supply periods left, the vehicle 
may not have the right type of ammunition, or the unit may 
not need to have that weapon resupplied. 
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UNIT ORGANIZATION 


Dunng this phase, units can be resupplied or shed weight that will 
make them move faster Crews can bail-out of a damaged vehicle, and 
units may be integrated into single squads It is the last phase in an 
Under Fire turn 

When the prompt Enter Organization Phase appears. 
Enter or Skip it by toggling the joystick. Broken and berserk 
units will not appear during this phase. If all of one team's 
units are that way. the Do.nb prompt will appear automat¬ 
ically. 

The number of options that will appear with each unit 
will depend upon what pre-conditions have been met. 

Shed Weight: this option will always appear. When 
chosen, a unit can either Drop Weapon or Drop Supply. 
If Drop Weapon is chosen, a list of eligible weapons will 
appear. In all cases, toggle the joystick to list the choices, 
press the fire button to select. Drop Supply has the same 
effect as Drop Weapon except on a weapon s ammunition 
supply. A unit may want to do this when it is one burden 
point away from moving faster. For example: an infantry 
unit with 40 burden points (moving at the speed of heavy 
infantry) may drop its grenades in order to move at the 
speed of medium infantry. 


Bail-Out: choosing this option will force the crew to 
evacuate the vehicle. 

Supply: can only appear if a unit is eligible for resupply. 
See Section 9: Supply for more information. 

Integration: units can combine under certain conditions. 
One unit receives the men and weapons of another unit. 
No more than 15 men may be in an integrated squad. Tubed 
units such as mortars cannot be transferred from one squad 
to another, but an infantry squad can be integrated into a 
mortar unit. In other words, the squad with the tubed 
weapon must be on the receiving end of the integration. 


£ 11. VICTORY 


Few things are more satisfying than a bull session after the game ls 
over Everything is revealed: the tarries and the thinking that went 
into your favorite plans In that light, we suggest saving the game 
before the first turn, even if it a one of our scenarios you're playing 
Then, at the end of the game, the saved game can be loaded, and all 
of the units and their starring positions will be revealed 

The Victory screen is the last phase in Under Fire, and 
appears when you decide to quit the game or when all units 
on one side have been destroyed. The total number of men 
participating in the scenario are revealed along with their 
General Orders, casualties, and the number of men com¬ 
pleting their orders. All American and German tank crews 
count as five men, Russian tanks as four men. 

There is no declaration of victory in Under Fire. Deter¬ 
mining who won and who lost is a subjective task saved 
for the greater glory of the argument before and after the 
game 

For example: if Team 1 had Attack Objective Area, and 
Team 2 Defend Objective Area, you may agree that the 
Team occupying the area won. But what if both sides are 
in the Area? The team with the most men there may be 
declared the winner, but did they win if they outnumbered 
the other team at the start? 


Determining who won a break-out scenario is the most 
subjective of all. Let s say that one player was commanded 
to break out. He gets 20% of his men off, with the rest dead 
or still on the board. Did he win? What was the odds of 
getting all of them out? If he was up against strong opposi¬ 
tion, he could have done a masterful job of getting them out. 

The game allows both players to look at the various maps 
and decide for themselves. The maps show the location of 
all units, how much supply they had left (it could be bad 
if that Panther sitting on the hillside that pinned you down 
with its presence had no ammo left), and how much damage 
each unit suffered. If the scenario was saved before turn 
one, that can be loaded by following the loading instruc¬ 
tions. The argument after the game can be just as informa¬ 
tive and entertaining as playing the game. 
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References to the Mapmaker rules booklet are marked with an 'M". Example: Go Get New Part, 3m. 
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Area Attack, 1§, 

Assault, 16, 5m 

Bail-Out, 19, 6m 

Broken, 17 
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Combat Resolution, 15 
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Deploy, 11. 12. 5m 
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Destroyed, 18 
Die-!*, 11, 13 
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Extended Range, 16, 4m 
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Integration, 19 

Loading, 13 
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Pre set Done, 11 
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Review, 11 
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Scouting, 12 
Search. 11 
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Select Desired Part, 1m 

Select Game Scale, 7 

Set Objective Area, 10. 5m 

Situation Map, 11, 5m 

Standard, 12 

Strategic Map, 11 

Supply. 18, 19, 5m 

Tactical Map. 11 

Team Complete/End Buying, 8 

Unable To Transfer Supply. 18 

Units Unable To Enter, 14 

Use Audio Response On Button Press. 7 

Use Printer Driver, 1m 
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Wait, 12 
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Tactical Armor Command 


"T.A.C. Isa carefully researched and designed game of 
Impressive sophistication, yet it's surprisingly easy to play 
and even a little addicting. '—Softalk 

"Gameofthe Month"—Byte February. 1984 

'I've developed this aversion for computer games—until 
T.A.C. I can play this gameand like it—lots!" 

Gameplay Magazine 

"it's the best simulation of tank warfare this reviewer has 
seen on or oft a computer screen—Electronic Games 

T.A.C. is a game of World War II tactical armored 
combat You pick a nation (from among the four major 
combatants—Britain. U S A . Germany and Russia) You 
build a combat team from their most powerful tanks, 
assault guns and tank destroyers. You command the 
team you've created In major operations against like 
forces of the enemy. 


Here ore lust some of the exciting features: 

T.A.C. con be played solitaire against the computer or as 
a two player (or two learn) game with ihe computer as 
mediator. 

t The most important armored vehicles of Britain. Russia. U S 
and Germany are available to command—40 in all 

i Choose from five different scenarios to play Actions range 
from open meeting engagements to assaults against 
prepared positions 

A You pck the sides You choose the weapons. A simple pur¬ 
chasing system has been provided to let you "buy” what you 
want m balance with your opponent 

A The results of combat are determined by the computer It 
factors such critical elements as range, armor thickness (front, 
rear and Hanks), tracking time, the speed and maneuvers of 
both the firing and target units, visibility and weapon adjust¬ 
ment to determine weapon accuracy 



Tochcal level 


• Special options include hidden movement, Improved 
positions, smoke mortars, minefields, close assaults, overruns 
and Indirect fire 

T.A.C. on diskette retails for S40.00and can be played 
pn the foliowino comouters- Annie 1 ll’s 48K fMnck- 
ingboard ■ Sc und Enhanced 1 ) Atari s 1 with 48k and the 
Commodore < 4 *. IBM® PC version coming this fall 


All the famous vehicles of the second world war are 
here — Tigers. Panthers. Shermans and JS Il's: Jagdpan- 
thers, SU 152'$. Fireflies and T 34's, just to name a few 
They have all been thoroughly researched and their 
important features programmed Into the game Each 

wAnlelo io dietinauiohtod by »uoh olomonilo oo ormo r (Kicl< 

ness (rear and flanks as well as front), fire power, speed 
acceleration and gun traverse Even minor points 
fuel tank location can be critical 


BY RALPH BOSSON 

1 t'aasngtu si 4ep@ 

Corritx’e’j V/on** Carr 
munieotioni Comrr.ooo'e 
and rr*#tnanonofBair 


Available at finer computer and game stores everywhere. 

Or call TOLL FREE: 1 (800) 638-9292 for further information. Price: $40. Ask for Operator M. 
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